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Using AppleWorks? 

Don't miss these best-selling titles from Walsh! 


AppleWorks in Your Classroom 
Starter Package 

Grades 7-12. Here’s everything you need to 
introduce your students to AppleWorks with a 
minimum of time and preparation. This 
unbeatable package gives you plenty of hands- 
on activities and comprehensive teacher 
resources. Included is a data disk with files of 
information that students manipulate according 
to instructions in the student book. The teacher 
edition gives you the full student text; lesson 
plans; activities; evaluation guides; 19 masters 
for handouts or transparencies; 4 reproducible 
tests; answers; and resource lists. The teacher 
resource disk includes teaching files, activities, 
a student exam, and an answer key. 



Murder at Mythical Micro: 

Exploring AppleWorks 

Grades 7-12. In this challenging computer simula¬ 
tion, students try to unravel a murder mystery as 
they practice manipulating, transferring, and ana¬ 
lyzing information within the three AppleWorks 
applications. A teacher guide details program 
components, explains assignments, and includes 
answer keys. The student book has background 
information, assignments, and operating instruc¬ 
tions. Documents, data bases, and spreadsheets to 
use in solving the mystery are on the data disk(s). 

Note: You must already have the AppleWorks 
program in order to use any of these data disks. 



AppleWorks for the Teacher: 

Time-Saving Tips, Insights, and Techniques 

This 181 -page book and data disk enable you to use 
the many features of the AppleWorks program. You 
get tips, teaching suggestions, and classroom applica¬ 
tions, in addition to reviews, a glossary, and resource 
lists. Selections are grouped according to beginning 
or intermediate skills. The disk provides templates, 
data bases, word processing and spreadsheet files for 
you and your students, and resource lists. 



For more information or to plate 

an order, give us a tall toll free! 1 ■ 800-34 1 -6094 













4 


J. Weston Walch, Publisher 

MICROWARE 


Algebra 

Attack 



Marion Maddocks 


























J. Weston Walch, Publisher 


MICROWARE 



oq B B BOB 

BOB BUS 
ee eeeae 



Marion Maddocks 


























123456789 10 

11-56221 


Copyright © 1991 
J. Weston Walch, Publisher 
P.O. Box 658 • Portland, Maine 04104-0658 


Printed in the United States of America 





Contents 


What Is Algebra Attack? .. v 

How Do I Use This Guide? . vii 

How Do I Make Copies? . xi 

Games 

Student Program . 1 

Map . 2 

Quick Start . 5 

Operations Reference . 9 

Teacher Program . 31 

Map . 32 

Quick Start . 35 

Operations Reference . 37 

Tests 

Student Program . 51 

Map . 53 

Quick Start . 55 

Operations Reference . 61 

Teacher Program . 77 

Map . 78 

Quick Start . 81 

Operations Reference . 83 

How to Use Algebra Attack in Your Classroom . 105 

What to Do If You Have Trouble 
Using Algebra Attack . Ill 































Reproducible Material 

Student Games Program Quick Start .. 116 

Student Tests Program Quick Start . 122 








What Is Algebra Attack? 


Algebra Attack is designed for pre-algebra and first-year 
algebra classes. It provides a convenient and motivational way 
for students to develop their skills with signed numbers, 
equations, and inequalities while providing teachers with a 
time-saving tool for evaluating their students' individual 
progress. 

Algebra Attack is actually two programs in one: a Test 
Program and a Games Program. Each program includes a 
Teacher Program accessible only by password that enables you 
to control the settings of the game disk and to adjust test 
settings, print out tests, and view or print student records. The 
teacher utilities for both programs help you tailor the games 
and the tests to your curriculum and to your students' needs. 

The Games segment provides five different games: 
Scoreboard, Cheers, Treasure, Space Blast, and Dare Race. 

When you play Scoreboard, the sky is the limit as you 
work for a top score. You have three tries at each problem. A 
correct answer on the first try earns 1,000 points; on the second 
try, 400 points, and on the third try, 200 points. 

Cheers wins cheers for correct answers. A perfect score 
earns a special cheer or music time. 

Select Treasure to build up a trove by entering correct 
answers, with two tries per problem. You must then defend 
your accumulated treasure by demonstrating your computa¬ 
tional skill with positive and negative numbers. 

Choose Space Blast and defend your space station against 
an approaching, armed alien fleet by firing off correct answers. 
All enemy craft must be neutralized before they reach your 
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space station, or the station will be destroyed. The speed at 
which you answer is directly connected with the velocity of the 
alien fleet. 

In Dare Race, you try to beat a computer opponent as you 
race around the speedway at speeds of up to 210 miles per 
hour. A perfect score wins a trophy. 

All five games are available for signed number practice; 
equations are used in the first four, and inequalities are 
included only in the first three. The problem type, game, and 
difficulty level may be preset by you or chosen by the student. 
On-screen help is available when students have trouble. The 
program is designed to provide unscored practice within a 
motivational game format. 

The test section furnishes problems in a format similar to 
the games. You or the student may set the problem type and 
difficulty level, and the students may print out their results 
after each session. You may view or print student records or 
print tests with answer keys for desk or home work. 

Algebra Attack is a versatile package that adapts easily to a 
variety of classes and ability levels. 






How Do I Use This Guide? 


Organization 


For clarity and convenience, this guide is divided into the 
following main sections: 

• “What Is Algebra Attack?” outlines the goals, objectives, and 
general operation of the program. 

• “How Do I Use This Guide?' 1 describes the manual's main 
sections and gives a list of visual cues standard to all J. 
Weston Walch MicroWare Guides. 

• “How Do I Make Copies?" describes exactly how to make 
working and backup copies of the original master disk for 
your own personal use with your classes. Turn to this 
section before running the program the first time. 

The Games section is divided into two major parts, Student 
and Teacher. Each of these sections is further subdivided into 
the following: 

• The Map illustrates the major options of the program and 
provides an easy-to-follow outline of the different paths that 
you can follow. The Map outlines the program; while you 
may find it useful to look it over before you start the 
program, if you lose your way or become confused while 
using the program, the Map shows you clearly where you 
are and where you want to go. 

• The Quick Start provides a brief guided tour of the 
program to familiarize you with the main features of the 
program right away. Use it before you introduce your 
students to the program and before you try the Teacher 
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Program. (The Quick Start is an abbreviated, guided dry 
run. While the logic of the program is plain enough for you 
to leap right in and run through the program on your own if 
you are comfortable around computers, the Quick Start 
gives you a chance to try the program under more 
controlled conditions. You may choose either course or a 
combination of both.) 

• The Operations Reference describes the program’s options 
in detail and features complete illustrations of what you see 
on the screen when you use each option. Refer to this 
section for help during the Quick Start or later on, when 
you need specific information. If you have any questions or 
want to know more about a particular activity or option, 
turn to the Operations Reference. It is divided into sections 
and includes its own table of contents so that you can 
quickly find the information you are looking for. It is not 
necessary to read through the Operations Reference in 
sequence before you begin to use Algebra Attack. (The 
Operations Reference is especially helpful if your students 
have unforeseen questions in the classroom, because you 
can use it to find the solution to their problems smoothly 
and rapidly.) 

The Tests section is also divided into a Student and a 
Teacher section. Each of these sections is subdivided into a 
Map, Quick Start, and Operations Reference, just like the 
Games section. 

• "How to Use Algebra Attack in Your Classroom” contains 
tips and advice for incorporating the package within your 
own teaching schedule and curriculum. 

• “What to Do If You Have Trouble Using Algebra Attack’ 
suggests possible solutions to problems you may encounter 
while using the program. 
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Visual Cues 


All J. Weston Walch MicroWare Guides use special words 
and print styles to show clearly which keys to press and what 
information to type in order to use the programs. Bold print 
makes it easier to see what you are supposed to do because it 
stands out from the rest of the text. The words below have 
special meanings: 

Press = strike the key that is in bold print. The program will 
respond automatically. 

Type = type the boldface characters, then press RETURN. 
The program does nothing until RETURN is pressed. 

If you are asked to press two or three keys simultaneously, 
the guide shows the keys printed in bold and connected by 
hyphens. For example: 

Press CONTROL-ALTERNATE-DELETE. 

When you are instructed to type specific information, the 
word type appears, followed by the information in bold. For 
example: 


Type LOAD “JWW” 

You should type the boldface characters and any spaces 
exactly as they are printed in the guide. When you're finished 
typing them, you should press RETURN. 

The guide also uses special print to identify any computer 
code and to illustrate samples of menus, displays, prompts, and 
messages that appear on your screen during the program. For 
example: 

Press: SPACE BAR to continue 
Q to quit 
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All computer keys are also printed in this special type and 
in bold face, as previously described. For example: 

CONTROL 

RETURN 

ESCAPE 

Finally, the following names are used for major keys 
regardless of the various spelling conventions used on specific 
computers: 

RETURN CONTTROL ALTERNATE 

ESCAPE BACKSPACE SHIR 

DELLETE SPACE BAR INSERT 
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How Do I Make Copies? xiii 


Introduction 

As the purchaser of Algebra Attack, you are entitled and 
encouraged to make as many copies of the disk as you require 
for your own personal use with all your own classes. Before 
using Algebra Attack for the first time, make at least one copy 
of the original master disk. Store the original disk in a safe 
place and use the first copy to make all of your subsequent 
working disk copies. Use only copies as your working disks. Be 
sure to label each disk clearly. To make all copies, use the 
methods that follow that are appropriate for your type of 
computer. 

Make backup copies of your data disks as well if you will 
be using the files on them for an extended period of time. 
Again, be sure to label each disk clearly. To make backup 
copies and initialize or format data disks, use the methods 
appropriate for your computer. 

Apple computers: If the Algebra Attack disk has two 
write-protect notches, then it is double-sided and there is 
information on each side of the disk. You need to make copies 
of both sides of the disk. To copy the front side, insert the disk 
in the drive with the label side up. To copy the back side, insert 
the disk in the drive with the label side down. Be sure to make 
copies of both sides, using a separate blank disk for each 
side. 

IBM and IBM-compatible computers: You do not have to 
make separate copies of each side of the disk to run it on a 
computer with a double-sided disk drive. To make copies, 
insert the disk in the drive with the label side up. 
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APPLE DOS 3.3 

Making Copies 


One Disk Drive 


To make a copy using DOS 3.3 on an Apple computer with 
one disk drive, follow these steps. 

1. Have a DOS 3.3 system master disk and a blank disk ready. 

2. Start the computer with the DOS 3.3 disk in the drive. When 
the red light on the disk drive goes off, type RUN COPY A. 

3. Take the DOS 3.3 disk out of the disk drive. Press 6 for the 
slot number; then press 1 for the original drive number. 
Next, press 6 for the slot number; then press 1 for the 
duplicate drive number. 

4. When prompted for the original disk, put the original 
Algebra Attack disk in the drive and press RETURN. When 
prompted for the duplicate disk, put the blank disk in the 
drive and press RETURN. When the red light goes out after 
the copying procedure, you will have a copy of Algebra 
Attack. 


Two Disk Drives 

To make a copy using DOS 3.3 on an Apple computer with 
two disk drives, follow these steps. 

1. Have a DOS 3.3 system master disk and a blank disk ready. 

2. Start the computer with the DOS 3.3 disk in drive 1. When 
the red light on the disk drive goes off, type RUN COPY A. 

3. Take the DOS 3.3 disk out of the disk drive. Press 6 for the 
slot number; then press 1 for the original drive number. 
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Next, press 6 for the slot number; then press 2 for the 
duplicate drive number. 

4. Put the original Algebra Attack disk in drive 1. Put the blank 
disk, the one that will become the duplicate, in drive 2. 
Press RETURN to begin copying. When the red light goes out 
after the copying procedure, you will have a copy of 
Algebra Attack. 

Initializing a Data Disk 

Initializing prepares a disk to save files made with Algebra 
Attack. You must initialize brand-new disks before you can use 
them. You may also “recycle” old disks that have something on 
them but that you want to use again. 

Initializing erases everything on the disk, so be sure the old 
data aren’t needed. Follow these steps to initialize a data disk. 

1. Have a DOS 3.3 system master disk and a blank or old disk 
ready. 

2. Start the computer with the DOS 3.3 disk in drive 1. When 
the red light on the disk drive goes off, take the DOS 3.3 
disk out of the drive. 

3. Put the blank/old disk in the drive. Type 10 PRINT. 

4. Type INIT HELLO. When the cursor (the blinking square) 
reappears on the screen, the disk is initialized and ready for 


use. 
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APPLE ProDOS 

Making Copies 


One Disk Drive 


To make a copy using ProDOS on an Apple computer with 
one disk drive, follow these steps. 

1. Have a ProDOS user’s disk and a blank disk ready. 

2. Start the computer with the ProDOS user’s disk in the 
drive. When the red light on the disk drive goes off, press F 
for ProDOS Filer, then V for volume commands, and then 
C to copy a volume. 

3. Take the ProDOS user’s disk out of the drive. Press 6 for 
the slot number; then press 1 for the original drive number. 
Next, press 6 for the slot number; then press 1 for the 
duplicate drive number. 

4. When prompted to insert the source disk, put the original 
Algebra Attack disk in the drive and press RETURN. When 
prompted for the destination disk, put the blank disk in the 
drive and press RETURN. When the red light goes out after 
the copying procedure, you will have, a copy of Algebra 
Attack. 


Two Disk Drives 

To make a copy using ProDOS on an Apple computer with 
two disk drives, follow these steps. 

1. Have a ProDOS user’s disk and a blank disk ready. 
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2. Start the computer with the ProDOS user s disk in drive 1. 
When the red light on the disk drive goes off, press F for 
ProDOS Filer, then V for volume commands, and then C to 
copy a volume. 

3. Take the ProDOS user's disk out of the drive. Press 6 for 
the slot number; then press 1 for the original drive number. 
Next, press 6 for the slot number; then press 2 for the 
duplicate drive number. 

4. Put the original Algebra Attack disk in drive 1. Put the blank 
disk, the one that will become the duplicate, in drive 2. 
Press RETURN to begin copying. When the red light goes out 
after the copying procedure, you will have a copy of 
Algebra Attack. 

Initializing a Data Disk 

1. Have a ProDOS users disk and a blank disk ready. 

2. Start the computer with the ProDOS user's disk in drive 1. 
When the red light on the disk drive goes off, press F for 
ProDOS Filer, then V for volume commands, and then F to 
format a volume. 

3. Take the ProDOS user's disk out of the drive. 

4. Put the blank/old disk in the drive. 

5. Press 6 for the slot number; then press 1 for the drive 
number. Press RETURN. When the cursor (blinking square) 
reappears on the screen, the disk is initialized and ready for 


use. 




xviii Algebra Attack 


IBM and IBM Compatibles 


Algebra Attack was prepared for use with PC DOS 2.1. If 
you have an earlier or later version of DOS, the program may 
have some difficulty functioning properly. 

If you plan to put Algebra Attack on a hard disk drive, first 
follow the directions for making copies of the disk. Then use 
Algebra Attack on the floppy disk. It’s a good idea to see how it 
works from the floppy disk first. Once you have a feel for how 
it works, try the following: Create a direectory to contain 
Algebra Attack files. Copy the files from the Algebra Attack disk 
to the directory you created on the hard disk. To start the 
program, be sure you're in the directory containing the 
program you want to run and type AUTOEXEC. 


Making Copies 

Before you make your first copy of Algebra Attack, you 
must run the PREPARE program. Once you have prepared a disk, 
you may then make copies of the prepared disk. The prepared 
disk is a "working” copy, meaning that it will run. The original 
Algebra Attack disk will not run, so be sure to use the working 
copy for making backup copies. 


One Disk Drive 


To make a copy on an IBM or IBM-compatible computer 
with one disk drive, follow these steps. 
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Prepare a disk. 


1. Put a DOS system master disk in the drive. Turn the com¬ 
puter on, or press CONTROL-ALTERNATE-DELETE if the com¬ 
puter is already running. 

2. At the A> prompt, take the DOS disk out of the drive. Put 
the original Algebra Attack disk in the drive. 

3. Type PREPARE ONE. When prompted for a DOS system disk, 
put your DOS disk in the drive. When prompted for the 
drive B disk, put the blank disk in the drive, then press 

RETURN. 

4. Press N when the program asks if you want to format 
another disk. 

5. Now put the original Algebra Attack disk in the drive. When 
prompted for the drive B disk, insert the newly formatted 
disk in the drive, then press RETURN. When the A> prompt 
appears on the screen, the prepared copy of the Algebra 
Attack disk is ready. 

6. When you make additional copies of the Algebra Attack 
disk, be sure to use the prepared copy of Algebra Attack, 
not the original copy. 


Make copies of 
the disk. 


1. Put a DOS system master disk in the drive. Turn the 
computer on, or press CONTROL-ALTERNATE-DELETE if the 

computer is already running. 

2. At the A > prompt, type DISKCOPY. When the red light goes 
out, take the DOS disk out of the drive. 
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3. When prompted for the source disk, insert the Algebra 
Attack disk and press RETURN. When prompted for the 
target disk, take out the Algebra Attack disk, insert the 
blank disk, and press RETURN. When the red light goes out 
after the copying procedure, you will have a copy of 
Algebra Attack, 


Two Disk Drives 


To make a copy on an IBM or IBM-compatible computer 
with two disk drives, follow these steps. 


Prepare a disk. 


1. Put a DOS system master disk in drive A. Turn the com¬ 
puter on, or press CONTROL-ALTERNATE-DELETE if the com¬ 
puter is already running. 

2. At the A> prompt, take the DOS disk out of the drive. Put 
the original Algebra Attack disk in the drive. 

3. Type PREPARE TWO. When prompted for a DOS system disk, 
put your DOS disk in drive A. When prompted for the drive 
B disk, put the blank disk in drive B, then press RETURN. 

4. Press N when the program asks if you want to format 
another disk. 

5. Now put the original Algebra Attack disk in drive A and 
press RETURN. When the A> prompt appears on the screen, 
the prepared copy of the Algebra Attack disk in drive B is 
ready. 

6. When you make additional copies of Algebra Attack, be 
sure to use the prepared copy of Algebra Attack, not the 
original copy. 
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Make copies of 
the disk. 


1. Put a DOS system master disk in drive A. Turn the com¬ 
puter on, or press CONTROL-ALTERNATE-DELETE if the com¬ 
puter is already running. 

2. At the A> prompt, type DISKCOPY A: B:. When the red light 
goes out, take the DOS disk out of the drive. 

3. When prompted for the source disk, insert the Algebra 
Attack disk in drive A. When prompted for the target disk, 
insert the blank disk in drive B. Press RETURN to begin 
copying. When the red light goes out after the copying 
procedure, you will have a copy of Algebra Attack, 

Formatting a Data Disk 

Formatting prepares a disk to save files made with Algebra 
Attack, You must format brand-new disks before you can use 
them. You may also “recycle” old disks that have something on 
them but that you want to use again. Formatting erases 
everything on the disk, so be sure the old data aren't needed. 
Follow these steps to format a data disk. 


One Disk Drive 


To format a data disk on an IBM or IBM-compatible 
computer with one disk drive, follow these steps. 

1. Have a DOS system master disk and a blank or old disk 
ready. 

2. Put the DOS disk in the drive. Turn on the computer, or 
press CONTROL-ALTERNATE-DELETE if the computer is already 
running. At the A> prompt, type FORMAT. 
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3. Put the blank/old disk in the drive and press RETURN when 
the following message appears on the screen: Insert new 
diskette for drive A: and strike any key when ready. 

4. After the disk is formatted, a message will appear asking 
whether you want to format another disk. If you do, press 
Y, put in a different blank/old disk, and press RETURN. 
Otherwise, press N to return to the A> prompt. 


Two Disk Drives 


To format a data disk on an IBM or IBM-compatible 
computer with two disk drives, follow these steps. 

1. Have a DOS system master and a blank or old disk 
ready. 

2. Put the DOS disk in drive A. Turn on the computer, or press 
CONTROL-ALTERNATE-DELETE if the computer is already run¬ 
ning. At the A> prompt, type FORMAT B:. 

3. Put the blank/old disk in drive B and press RETURN when 
the following message appears on the screen: Insert new 
diskette for drive B: and strike any key when ready. 

4. After the disk is formatted, a message will appear asking 
whether you want to format another data disk. If you do, 
press Y, put a different blank/old disk in drive B, and press 
RETURN. Otherwise, press N to return to the A > prompt. 
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Quick Start 


Starting 


Insert a copy of Algebra Attack in the main drive of your 
computer and turn the computer on. If it is already running, 
press CONTROL-ALTERNATE-DELETE for an MS-DOS computer or 
CONTROL- (5 -RESET for an Apple. When the Main Menu 
appears, to highlight and select Games, press G and then 
RETURN. (For Apple only: If the Games disk is not in the drive, 
you will be prompted to insert it. Take out the current disk, and 
insert the Games disk.) 

Press RETURN twice if the program and data drives or paths 
are correctly identified. When you are asked for your name, 
type your last name and then type your first name. Press Y to 
indicate that it is correct. 


Signed Numbers 


Now press S to choose Signed Numbers. Press RETURN to 
select it. Use the arrow keys to highlight Scoreboard at the 
Games Menu, and press RETURN to select it. 

Scoreboard Settings 

Now press O to highlight Operation and RETURN to select it. 
Press M and RETURN to work with problems using mixed 
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operations. Press L at the Settings Menu to set the largest 
number used in any problem, and press RETURN. Type 10 as the 
largest number, and press RETURN. Now press SPACE BAR at the 
Settings Menu to move on to the game. 

Press Y to see a brief description of the game and SPACE 
BAR to advance through the description to the game itself. 
When the first problem appears, type the correct answer. 
Intentionally answer a problem incorrectly and then press 
CONTROL-A for assistance. A hint appears on the screen. Press 
SPACE BAR to go back to the problem and attempt to answer it 
correctly. You will be given three tries to answer a problem 
before the next one appears. (Press RETURN after you f inish 
typing each answer.) When you have worked five problems and 
are asked whether you wish to play again, press N to go back to 
the Settings Menu. Press ESCAPE to go back to the Games 
Menu. 


Cheers 

Press C to highlight Cheers and RETURN to select it. Type 5 
(and press RETURN) to indicate the number of signed number 
problems you wish to attempt. Press Y to indicate that you 
want a prize, and highlight and select the prize you want from 
the list. Press SPACE BAR to begin the game. Type the answers 
to the problems, pressing RETURN after you finish typing each 
one. When you receive your final score, press N to go back to 
the Settings Menu. Press ESCAPE to go back to the Games Menu 
and again to go to the Problem Type Menu. 


Equations 


Highlight and select Equations. Select Space Blast as the 
game for equation problems. 
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Space Blast Settings and Speed 

Select Signs and choose positive answers. Now choose 
Difficulty Level and highlight and select one-step answers with 
low numbers. Type 1 (and press RETURN) for the defense speed. 
Problems appear at the bottom of the screen. Type the correct 
answer to fire the laser at the advancing alien fleet. (Remember 
to press RETURN after each answer.) If you successfully repel 
the invasion, you are congratulated and asked whether you 
wish to defend the space station again. If you don’t succeed, 
you are asked whether you wish to rebuild the station and 
defend it again. 


Inequalities 


Press N to go back to the Games Menu, and press ESCAPE 
to go to the Problem Type Menu. Choose Inequalities. 


Treasure Settings 

Now press T to play Treasure. At the Settings Menu, keep 
positive answers and problems with one step and low numbers 
by pressing SPACE BAR at the Settings Menu. Attempt to answer 
three problems; you are given two tries for each. Press ESCAPE 
to go back to the Games Menu and again to go to the Problem 
Type Menu. 

Change Student or Drive 

Press CONTROL-S to change students. When you are 
prompted, type in a different name. When you see the Problem 
Type Menu again, press CONTROL-D to see the same prompts 
for the program and data drives or paths as you saw at the 
beginning of the program. Don’t change the drive or path 
settings at this point. 
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Quitting 


Press ESCAPE until you once again see the Main Menu, and 
then press ESCAPE to quit the program. Press SPACE BAR to quit 
or ESCAPE to go back to the Main Menu. 
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Main Menu 


When you first start the program, the Main Menu appears. 
You may choose to use the Algebra Attack Games or Tests or to 
quit the program entirely. If you decide to switch from Games 
to Tests, you must do it from this menu. (If the Tests Program 
is on a different disk, the program will prompt you for it.) 


Main Menu 

Games 

Tests 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to quit 


Drives and Paths. When you select the Games option, you 
are told which drive (or the path name) that the program now 
uses. If the current setting is correct, simply press RETURN to 
keep it. Otherwise, type a different drive designation or path 
name. If you wish to skip the program and data settings 
completely, press ESCAPE to continue to the Problem Type 
Menu of the Games disk. 
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The program currently uses the following drive: A:\ 


Press: RETURN to keep the same drive 
ESCAPE to abandon 


The program currently uses the following path name: 
/program 


Press: RETURN to keep the same drive 
ESCAPE to abandon 


Once you have indicated the program location, you are 
shown the current location of the data disk. This is where the 
student records and the game settings are stored. Press RETURN 
to keep it, or type the new drive or path name. You may also 
press ESCAPE to skip to the Problem Type Menu. 
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The data disk uses the following drive: B:\ 


Press: RETURN to keep the same drive 
ESCAPE to abandon 


The data disk uses the following path name: /data 


Press: RETURN to keep the same drive 
ESCAPE to abandon 


Student Information. After choosing path names or 
drives, you arrive at a Student Information screen, asking for 
your last name. Type your last name, then press RETURN. Next 
type your first name and RETURN. Press Y when you are asked if 
the information is correct. 
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Problem Type Menu 


This is the heart of the Algebra Attack Games Program. At 
this point, you select the types of problems with which you wish 
to work. You may also allow another student to use the pro¬ 
gram by changing students so that new student information may 
be entered, or you may switch drives (or path names) or disks. 


Problem Type Menu 

Signed Numbers 

Equations 

Inequalities 


Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-D to change drives 
CONTROL-S to change students 
ESCAPE to abandon 


Signed Numbers 

This type of problem uses all four basic operations with 
positive and negative numbers. A sample signed number 
problem looks like this: 

(-1) + (7) = ? 


Games Menu 

Once you’ve chosen signed number problems, you must 
decide which game you wish to play. There are five choices. 
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Games Menu 

Scoreboard 
Cheers 
Treasure 
Space Blast 
Dare Race 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Settings Menu 

You may select addition, subtraction, multiplication, divi¬ 
sion, or mixed drill. You may also select the largest number you 
want used in a problem and the number of problems in a game. 
(All three of these settings may be preset from the Teacher Pro¬ 
gram or left up to students’ choice.) You may accept the cur¬ 
rent settings and move on to the game passing SPACE BAR. 


Settings Menu 

Operation: (setting) 

Largest Number: (setting) 

Number of Problems: (setting) 


Press: Arrow keys or first letter ot highlight 
RETURN to select 
SPACE BAR to continue 
ESCAPE to abandon 
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Operations Menu 


Operations Menu 

Addition 

Subtraction 

Multiplication 

DMsion 

Mixed Operations 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Largest Number 


What is the largest number you want to use? 
Largest number: 


Type: Number (1 -100) 
Press: ESCAPE to abandon 
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Number of Problems 

You may select from one to twenty problems to use with 
any game. 


How many problems do you want to try? 
Number of problems: 


Type: Number (1 - 20) 
Press: ESCAPE to abandon 


Game Screens. Five games are available when you select 
signed number problems: Scoreboard, Cheers, Treasure, Space 
Blast, and Dare Race. Each of the five games uses a different 
type of screen. 

Scoreboard 


The Scoreboard game screen is very simple. A problem is 
displayed in the middle of the screen. Answers are entered in 
one step. When you type your answer, it appears where the 
question mark is. 
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Scoreboard 
(-5) + (-7) = ? 


Type: Answer 

Press: ESCAPE to abandon 


If your answer is correct, you are told that you scored, and 
when you press SPACE BAR, you see the next problem If your 
answer is incorrect on the first or second try, you are told that 
you did not score and asked to try again You can press 
CONTROL-A to ask for help. You’ll see a hint about your wrong 
answer. If your third attempt is also incorrect, you are told so, 
the correct answer appears beneath the problem, and you are 
told to press SPACE BAR to see the next problem. 

When you have completed all the problems or if you press 
ESCAPE to abandon the game, you are told your score and are 
shown how it compares with the current high score. You may 
then decide whether to play again or quit. If you continue 
playing, you see the Settings Menu with the current settings 
which you may use as they are or reset. If you quit, you go 
back to the Games Menu. 


Cheers 

When you select this game, you are asked to select a prize 
from a list of prizes or to name one of your own. If you answer 
all the questions correctly, you receive the designated prize. 
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Directory of Prizes 

Big Cheer 
Music Time 
Yacht 

Sports Car 
Computer 


Press: 

Arrow keys or first letter to highlight 

RETURN to select 

ESCAPE to abandon 


When you have selected your prize, the Cheers game 
screen appears. A problem is displayed in the middle of the 
screen; the number of Problems remaining is shown in the 
upper left-hand corner of the screen. You enter answers in one 
step. If your answer is correct, youll get a cheer, the correct 
answer is displayed, and you may press SPACE BAR to go on to 
the next problem. You are only given one chance to answer 
correctly. (If your answer was incorrect, you can ask for help 
by pressing CONTROL-A, although that won't let you retry the 
problem.) 
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Cheers! 

Number of problems left: 4 

( 10 ) / (-1 ) = 


Type: Answer 

Press: ESCAPE to abandon 


When you have finished all the problems or abandoned the 
game, you are told how many you answered correctly, how 
many you attempted, and what your percentage was. At that 
point, you may indicate that you want to play another game 
and either use the current settings or reset them, or you may 
move on to another game. 

Treasure 


There are two parts to Treasure. In the first part, you build 
your treasure by solving problems. In the second part, you 
defend it, again by solving problems. You have two chances to 
answer each problem in each part correctly. 

PART ONE 

When you answer correctly, the program adds a piece of 
treasure to your trove. If your answer is incorrect, you are 
given another chance to solve the problem. You may also press 
CONTROL-A for assistance in solving the problem. (You are told 
what is incorrect about your answer.) 
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Treasure 

Treasures 

ooo 

(-5) + (-7) - ? 


Type: Answer 

Press: ESCAPE to abandon 


PART TWO 

When you have finished all the problems in the first part 
and built up your treasure, a red alert flashes on the screen 
and, unless sound has been disabled from the Teacher Pro¬ 
gram, a siren sounds. Once youve selected a defense speed 
from 1 to 8 with 1 the slowest and 8 the fastest, you must solve 
problems to protect your treasure from the approaching 
missiles. In this part, you press the keys of your answer; do not 
press RETURN. You can't correct an incorrect key press. If you 
answer too slowly, one of your pieces of treasure is destroyed 
by the missile that moves from left to right across the screen 
toward your treasure. You are given as many chances to 
answer as there is time for before the missile reaches the 
treasure. There is one problem and one missile for each piece 
of treasure displayed on the screen. 
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Treasure 

Treasures 
ooo 

(-5) + (-7) = ? 

Press: Answer 

ESCAPE to abandon 



When you finish, you are told how many pieces of treasure 
you accumulated and how many you saved. You may play 
another session of Treasure with the same settings or reset 
them. You may also choose to play a different game. 

Space Blast 

A fleet of 15 enemy ships approaches a laser station. You 
set a defense speed from 1 to 8 that determines how fast the 
ships approach. You then solve the problems that appear below 
your station by typing answers, which launch missiles at the 
approaching armada. A correct answer results in a hit; an 
incorrect answer produces a miss. You are told whether your 
answer is correct or incorrect, and the correct answer is 
displayed below the problem. If you successfully defend your 
station, you are told that you achieved victory and are given 
the opportunity to play the game at next fastest speed. (You 
may also replay at your current speed.) 
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(-5) + (-7) - 
Type: Answer 

Press: ESCAPE to abandon 


If any enemy ship reaches your station, the station is 
destroyed. You may then rebuild your station by answering 
four problems correctly, with three tries per problem. The 
program will display problems until you have answered four 
correctly or have chosen to abandon by pressing ESCAPE. 
Assistance is available after the first attempt for each problem. 
For each correct answer, another piece of the laser station is 
added to the screen. When the station has been reassembled, 
you are asked whether you wish to defend the station at a 
lower setting than the last time (unless, of course, you 
defended at 1.) 

Dare Race 

You have one car and the computer has the other. Each 
problem is one lap in the race. The car that wins the most laps 
wins the game. The racing speed you select, from 50 to 210 
mph, determines how many points you'll get for each problem. 
At the end of each lap, the winners car races across the top of 
the screen. The correct answer is displayed beneath the 
problem, and you are told whether your answer was correct or 
incorrect and who won the lap. At the end of the race, the 
program displays the total number of laps won by each car and 
gives a chance to play again or choose a different game. 
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Dare Race 



(-10) + (1) = 

Press: Answer 

ESCAPE to abandon 


Equations 

This type of problem presents first-degree equations with 
one unknown. You may choose the sign of the answer: 
positive-only or positive-and-negative. You may also select one 
of six different levels of difficulty. A sample equation problem 
looks like this: 


4X +1 =-7 
X = ? 

Games Menu 

Once you’ve chosen equation problems, you must decide 
which game you wish to play. There are four choices. 
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Games Menu 

Scoreboard 
Cheers 
Treasure 
Space Blast 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Settings Menu. You may choose the signs of the answers, 
the difficulty of the problems, and the number of problems per 
game. (All three of these settings may be preset from the 
Teacher Program or left up to student choice.) You may accept 
the current settings and move on to the game by pressing 
SPACE BAR. 


Settings Menu 

Signs: (setting) 

Difficulty Level: (setting) 

Number of Problems: (setting) 


Press: Arrow keys or first letter to highlight 
RETURN to select 
SPACE BAR to continue 
ESCAPE to abandon 
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Signs Menu 


Signs Menu 

Positive signs only in the answer 
Negative and positive signs in answer 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Difficulty Menu 


Difficulty Menu 

One-step solutions, low numbers 
One-step solutions, high numbers 
Two-step solutions, low numbers 
Two-step solutions, high numbers 
Unknowns on either side 
Equations with parentheses 

Press: Arrow keys or first letter to highlight 
RETURN to select 
SPACE BAR to continue 
CONTROL-A for Assistance 
ESCAPE to abandon 
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Number of Problems 

You may select from one to twenty problems to use with 
any game. 


How many problems do you want to try? 
Number of problems: 


Type: Number (1 - 20) 
Press: ESCAPE to abandon 


Game Screens. Scoreboard, Cheers, Treasure, and Space 
Blast work the same way for equations as they do for signed 
numbers. See the description of the individual games in the 
Signed Numbers section of this Operations Reference. 


Inequalities 

This type of problem presents first-degree inequalities with 
one unknown. You may choose the sign of the answer: 
positive-only or positive-and-negative. You may also select one 
of six different levels of difficulty. A sample inequalities 
problem looks like this: 


Step 1 


X + 3<5 
Is X < or > 5? 
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Step 2 

X + 3 < 5 
X<? 

Games Menu 

Once you’ve chosen inequalities problems, you must 
decide which game you wish to play. There are three choices. 


Games Menu 

Scoreboard 

Cheers 

Treasure 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Settings Menu. You may choose the signs of the answers, 
the difficulty of the problems, and the number of problems per 
game in exactly the same way you do for equations. See the 
Equations section of this Operations Reference for a thorough 
description. 

Game Screens. Score, Cheers, and Treasure operate the 
same way for inequalities as for signed numbers and equations 
except that every problem has two steps: first, you must 
determine whether X is greater or less than the answer, and 
second, you have to figure out what X is larger or smaller than. 
For detailed descriptions of these three games, see the signed 
number section of this Operations Reference. 
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Quit 

You may leave Algebra Attack only from the Main Menu. 
When you press ESCAPE at the Main Menu, you are told to 
press SPACE BAR to quit the program completely or to press 
ESCAPE to change your mind and go back to the Main Menu. 
Once you have quit the program completely, you may restart 
the program by pressing CONTROL-ALTERNATE-DELETE (MS-DOS) 
or CONTROL- d -RESET (Apple). 
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Keys and Commands 


Arrow keys 

ESCAPE 

to move highlight 

to abandon 

N 

for no 

RETURN 

to select, accept, or enter information 

SPACE BAR 

to continue 

Y 

for yes 

CONTROL-A 

for assistance 

CONTROL-D 

to change drives (at Problem Type Menu only) 
(MS-DOS) 

CONTROL-S 

to change students (at Problem Type Menu 
only) 




Games: Teacher Program 



Map 


(Games Problem Type Menu) 
Password 



Teacher Menu 

—-1 

1 

Sound 

Settings 

- 

Change Password 

r 

Type of Problem 

Largest Number 

| 

Help 

Signed 

Numbers 


Operation 


(ifficulty Level 



Addition 


1 Step, Low 

Inequalities - 

- Subtraction 

■ 1 Step, High 

Equations 

Division 

■ 2 Step, Low 


- Multiplication 

■ 2 Step, High 

Mixed 

Unknowns on 
Either Side 

Inequalities 


w/Parentheses 
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Quick Start 


Starting 


At the Problem Type Menu, press CONTROL-P. Type PASS¬ 
WORD and press RETURN. 


Settings 


When the Teacher Menu appears, highlight and select 
Settings. All of the current settings appear on the screen. Select 
Type of Problem. Press 1 once to highlight Equations and press 
RETURN to select it. At the Settings Menu, press D to highlight 
Difficulty Level and RETURN to select it. Press U to highlight 
Unknowns on either side and press RETURN. At the Settings 
Menu, select Type Of Problem and then make it the choice of 
the student by pressing CONTROL-S. Now choose Difficulty Level 
and restore it to Student Choice by pressing CONTROL-S. Press 
ESCAPE at the Settings Menu to go to the Teacher Menu. 


Sound 


Use the arrow keys to highlight Sound and RETURN to select 
it. Press l to highlight Off and then press RETURN to select it. 
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Password 


Press C to highlight Change Password and then press 
RETURN. Type PASSWORD as the current password. Now type 
TEACHER as the new password. (Press RETURN after each.) When 
you see the Teacher Menu again, press ESCAPE to go to the 
Problem Type Menu of the Student Games Program. Press 
CONTROL-P and type PASSWORD. When you are told that is not 
the correct password, press Y to try again, and type TEACHER. At 
the Teacher Menu, select Change Password, type TEACHER as 
the current password, and type PASSWORD to restore the 
original password. Press ESCAPE to go back to the Problem 
Type Menu. 



J 
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Password. In order to enter the Teacher Program, you 
must provide the correct password. When you press CONTROL- 
P at the Problem Type Menu in the Games Program, you are 
prompted for the password. The original password is PASS¬ 
WORD. (Before using Algebra Attack in your classes, you should 
change this password to something that your students will not 
be able to figure out so easily, but be sure you pick a word that 
is easy for you to remember.) If you make a mistake typing the 
password, use BACKSPACE to correct it. You will be given three 
chances to type the password correctly. 


Password: 


Type: password 

Press: ESCAPE to abandon 
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Password: someth 

This is not correct. Do you wish to try again? 


Press: Y for Yes 
N for No 

ESCAPE to abandon 


Teacher Menu 


The Teacher Menu is the nucleus of the Teacher Games 
Program. From this menu you may set the student game 
options, turn the sound on or off, or change the password for 
the Teacher Games Program. You may also go back to the 
Student Games Program by pressing ESCAPE. 
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Teacher Game Menu 

Settings 

Sound 

Change Password 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Settings Menu 

You may change any of the game settings from this menu. 
The current settings are displayed. When you receive Algebra 
Attack, the first seven are set to Student Choice and help is 
enabled. In order to change a setting, use the arrow keys to 
move the highlight to the desired option or press the key that 
corresponds to the first letter of the menu selection. When the 
settings are to your liking, press SPACE BAR to go back to the 
Teacher Game Menu. 
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Settings Menu 

Type of Problem: Student Choice 
Game: Student Choice 
Operation: Student Choice 
Largest Number: Student Choice 
Answer Sign: Student Choice 
Difficulty Level: Student Choice 
Cheers Prize: Student Choice 
Help: On 

Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Problem Type Menu 

You may limit the choice of problems that your students 
have to signed numbers, equations, or inequalities. You may 
also leave the choice up to your students. Highlight your choice 
of problem and then select it, or press CONTROL-S to choose 
Student Choice. You may also press ESCAPE to retain the 
current setting and go back to the Settings Menu. 
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Problem Type Menu 

Signed Numbers 

Equations 

Inequalities 


Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 


Games Menu 

You may limit the choice of games that your students have 
among Scoreboard, Cheers, Treasure, Space Blast, or Dare 
Race. You may also leave the choice up to your students. 
Highlight your choice of game and then select it, or press 
CONTROL-S to choose Student Choice. You may also press 
ESCAPE to retain the current setting and go back to the Settings 
Menu. Remember that Equations doesn’t include Dare Race as 
an option, nor does Inequalities include Dare Race or Space 
Blast. 
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Games Menu 

Scoreboard 
Cheers 
Treasure 
Space Blast 
Dare Race 


Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 


Operations Menu 

You may limit the choice of operations that your students 
have to addition, subtraction, multiplication, division, or mixed 
operations. You may also leave the choice up to your students. 
Highlight your choice of operation and then select it, or press 
CONTROL-S to choose Student Choice. You may also press ESCAPE 
to retain the current setting and go back to the Settings Menu. 


Operations Menu 

Addition 

Subtraction 

Multiplication 

Division 

Mixed Operations 

Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 
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Largest Number 

You may limit the size of the numbers your students will 
see in problems to any whole number from 1 to 100. You may 
type a number or press CONTROL-S to leave it up to your 
students. 


What is the largest number you want to work with? 
Largest number: 


Type: Number (1 -100) 

Press: CONTROL-S for Student Choice 
ESCAPE to abandon 


Answer Sign 

You may limit the equations and inequalities to problems 
with positive answers or allow positive and negative answers. 
You may also leave the choice up to your students. Highlight 
your choice of answer sign and then select it, or press 
CONTROL-S to choose Student Choice. You may also press 
ESCAPE to retain the current setting and go back to the Settings 
Menu. 
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Answer Menu 

Positive Answers 

Negative and Positive Answers 


Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 


Difficulty Level 

You may predetermine the level of difficulty of the 
problems that your students try to solve. There are six levels of 
difficulty, with the easiest at the top of the menu and the more 
difficult choices at the bottom. You may also leave the choice 
up to your students. Highlight the difficulty setting of your 
choice and then select it, or press CONTROL-S to choose 
Student Choice. You may also press ESCAPE to retain the 
current setting and go back to the Settings Menu. 
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Difficulty Menu 

One-step solution, low numbers 
One-step solution, high numbers 
Two-step solution, low numbers 
Two-step solution, high numbers 
Unknowns on either side 
Inequalities with parentheses 

Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
CONTROL-A for Assistance 
ESCAPE to abandon 


Cheers Prize 

You can select the prize that a student receives for a 
perfect score in the Cheers game. You may also substitute a 
prize of your choice or leave the prize selection up to the 
students. 


Cheers Prize 

Big Cheer 
Music Time 
Yacht 
Sports Car 
Computer 

Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 
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Once you’ve selected a prize, you are asked whether you 
wish to substitute a new prize. If you indicate no, the prize you 
selected is displayed whenever a student correctly solves all the 
problems. Otherwise, you are asked to enter a new prize name; 
the name cannot exceed 25 characters, which includes 
spaces. 


The current prize is the yacht. 
Do you wish to substitute a new prize? 


Press: Y tor Yes 
N for No 

ESCAPE to abandon 


What is the name of the new prize? 

Prize: 


Type: Prize Name (1 - 25 characters) 
Press: ESCAPE to abandon 







48 Algebra Attack 


Help 

You may turn the Help feature on or off. Help is not 
available at all in the Dare Race. Help is available in 
Scoreboard after an incorrect answer on the first or second try; 
in Cheers after a wrong answer with no opportunity to retry 
the problem; in Treasure after a wrong answer while building 
treasure and in Space Blast after an incorrect answer on the 
first or second try while rebuilding the laser station. 


Sound 

You may turn sound on or off. There is music throughout 
the program and a siren in some places. While sound effects 
can be motivational, they are not always appropriate in every 
situation with every student. 


Change Password 

You can change the password at any time. You are first 
prompted for the current password; you have three chances to 
enter the current password correctly. Passwords may be up to 
eight letters long; don't enter other characters or spaces or use 
control key combinations. Once you've entered a new 
password, you will be asked whether it is correct. Be sure to 
use passwords that you can remember easily, and keep a 
record in some safe place of the passwords you use for 
different disks. 
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Keys and Commands 


Arrow Keys 

C 

Teacher Game Program 

Move highlight or cursor. 

Sets printer for continuous sheets of paper. 

ESCAPE 

Cancels operation and goes to nearest menu. 

N 

Means no. 

Q 

Quits printing once begun. 

RETURN 

Accepts or enters information. 

S 

Sets printer for single sheets of paper. 

SPACE BAR 

Continues operation or retains settings and 
goes to next screen. 

Y 

Means yes. 

CONTROL-A 

Calls up assistance (at Difficulty Menu only). 

CONTROL-S 

Sets student choice. 

BACKSPACE 

Student Program 

Corrects errors in typing password. 

CONTROL-T 

Displays any special disk instructions. 

CONTROL-P 

Provides password-protected access to the 
Teacher Program. 






Tests: Student Program 



Map 


Main Menu 


Drive Information 


Student Information 


X 


Tests 

Problem Type Menu 


1 ~ 
Signed Numbers 


Equations 

1 

Inequalities 

| 

Settings Menu 


— r . -.:xi 

Settings Menu 



Largest Number 


1 

Signs 

1 

Difficulty 


Operation 


X 


Operations Menu 


Addition -i 


- Subtraction 


Division 


H Multiplication f - 


Mixed 

Operations 



- Positive Only - 


- 1 Step, Low -i 

Positive and 
Negative 

- 1 Step, High - 

- 2 Step, Low - 



- 

- 2 Step, High - 



Unknowns on _ 
Either Side 


- Parentheses - 




Tests 


Print 
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Quick Start 


Starting 


Insert a copy of Algebra Attack in the main drive of your 
computer and turn the computer on. If it is already running, 
press CONTROL-ALTERNATE-DELETE for an MS-DOS computer or 
CONTROL- d -RESET for an Apple. When the Main Menu 
appears, to highlight and select Tests, press T and then RETURN. 
(For Apple only: If the Tests disk is not in the drive, you will be 
prompted to insert it. Take out the current disk, and insert the 
Tests disk.) 

Press RETURN twice if the program and data drives or paths 
are correctly identified. When you are asked for your name, 
type your last name and then type your first name. Press Y to 
indicate that it is correct. 


Signed Numbers 


Now press S and RETURN to choose Signed Numbers. 

Signed Number Test Settings 

Now press O to highlight Operation and RETURN to select it. 
Press M and RETURN to work with problems using mixed 
operations. Press L at the Settings Menu to set the largest 
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number used in any problem and press RETURN. Type 10 as the 
largest number, and press RETURN. Now press SPACE BAR at the 
Settings Menu to move on to the test. 


Test 

When the first problem appears, type the correct answer 
and then press RETURN. 

When you have worked ten problems, five of the problems 
with the answers you entered appear on the screen. Check 
your work. To make a correction, highlight the answer you 
want to change using the arrow keys and type a new answer. If 
you change your mind once you’ve selected an answer, just 
press RETURN to keep the current answer. When you think all 
your answers are correct, press SPACE BAR to move on to the 
next five problems and check your answers in the same way. 
When you are through, press SPACE BAR. 

Test Results 

Your score for this test appears on the screen. Press SPACE 
BAR to see the first five problems with your answers and the 
correct answers. Press SPACE BAR again to see the next screen 
of results and check your answers against the correct answers. 
Press SPACE BAR when you are through. Press N when asked 
whether you want to print your test and results. 


Equations 


At the Test Problem Type Menu, highlight and select 

Equations. 



Quick Start 57 


Equations Test Settings 

Select Signs and choose positive answers. Now choose 
Difficulty Level and highlight and select one-step answers with 
low numbers. When asked whether you want directions, press 
Y and use SPACE BAR to step through the instructions. 


Test 

When you have read all of the directions, problems appear 
in the middle of the screen, one at a time. Type the correct 
answer and press RETURN. When you have worked five 
problems, press ESCAPE, and press Y when you are asked 
whether you wish to quit the current test. The five problems 
you worked with the answers you entered appear on the 
screen. Check your work. To make a correction, highlight the 
answer you want to change using the arrow keys and type a 
new answer. If you change your mind once you’ve selected an 
answer, just press RETURN to keep the current answer. When 
you think all your answers are correct, press SPACE BAR. When 
you are through, press SPACE BAR. 

Test Results 

Your score for this test appears on the screen. Press SPACE 
BAR to see the five problems with your answers and the correct 
answers. Press SPACE BAR when you are through. Press N when 
asked whether you want to print your test and results. 


Inequalities 


At the Test Problem Type Menu, highlight and select 

Inequalities. 
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Inequalities Test Settings 

Select Signs and choose negative and positive answers. 
Now choose Difficulty Level and highlight and select one-step 
answers with high numbers. When asked whether you want 
directions, press Y and use SPACE BAR to step through the 
instructions. 


Test 

When you have read all of the directions, problems appear 
in the middle of the screen. Type the correct answer and press 
RETURN. When you have worked two problems, press ESCAPE, 
and press Y when you are asked whether you wish to quit the 
current test.The two problems you worked with the answers 
you entered appear on the screen. Check your work. To make a 
correction, highlight the answer you want to change using the 
arrow keys and type a new answer. If you change your mind 
once you’ve selected an answer, just press RETURN to keep the 
current answer. When you think all your answers are correct, 
press SPACE BAR. When you are through, press SPACE BAR. 

Test Results 

Your score for this test appears on the screen. Press SPACE 
BAR to see the two problems with your answers and the correct 
answers. Press SPACE BAR when you are through. Press N when 
asked whether you want to print your test and results. 

Change Student or Drive 

At the Tests Problem Type Menu, press CONTROL-S to 
change students. When you are prompted, type in a different 
name. When you see the Problem Type Menu again, press 
CONTROL-D to see the same prompts for the program and data 
drives or paths as you saw at the beginning of the program. 
Don’t change the drive or path settings at this point. 
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Quitting 


Press ESCAPE until you once again see the Main Menu, and 
then press ESCAPE to quit the program. Press SPACE BAR to quit 
or ESCAPE to go back to the Main Menu. 
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Main Menu 


When you first start the program, the Main Menu appears. 
You may choose to use the Algebra Attack Games or Tests or to 
quit the program entirely. If you decide to switch from Games 
to Tests, you must do it from this menu. (If the Tests Program 
is on a different disk, the program will prompt you for it.) 


Main Menu 

Games 

Tests 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to quit 


Drives and Paaths. When you select the Tests option, you 
are told which drive (or the path name) that the program now 
uses. If the current setting is correct, simply press RETURN to 
keep it. Otherwise, type a different drive designation or path 
name. If you wish to skip the program and data settings 
completely, press ESCAPE to continue to the Problem Type 
Menu of the Tests disk. 
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The program currently uses the following drive: A:\ 


Press: RETURN to keep the same drive 
ESCAPE to abandon 


The program currently uses the following path name: 
/program 


Press: RETURN to keep the same drive 
ESCAPE to abandon 
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Once you have indicated the program location, you are 
shown the current location of the data disk. This is where the 
student records and the test settings are stored. Press RETURN to 
keep it, or type the new drive or path name. You may also press 
ESCAPE to skip to the Problem Type Menu. 


The data disk uses the following drive: B:\ 


Press: RETURN to keep the same drive 
ESCAPE to abandon 


The data disk uses the following path name: /data 


Press: RETURN to keep the same drive 
ESCAPE to abandon 
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Student Information. 

Entering Name, Date, and Class 

You’re asked to enter your name first. You see the 
following screen: 


Student Information 

Last Name: 


Type: Last Name 
Press: RETURN to accept 


Type in your last name (use BACKSPACE to correct if you 
need to), and press RETURN. You can use either uppercase or 
lowercase letters, with a maximum length of 15 characters per 
name. 

Enter your first name in the same way. 

When prompted, type in today’s date, remembering to 
enter it in the format requested (e.g., 01 / 15 / 91 ). Enter the class 
number, which must be numbered from 1 to 99. 

Confirmation Screen 


You’re asked to confirm that the information has been 
entered correctly. Here’s a sample confirmation screen: 
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Student Information 

Last Name: Boyle 
First Name: Janet 
Date (mm/dd/yy): 09/27/90 
Class: (1-99): 99 

Is this information correct? 


Press: Y for Yes 
N for No 


If everything on the screen is OK, press Y. Otherwise, press 
N and retype whatever needs to be changed. 


Tests Problem Type Menu 


This is the heart of the Algebra Attack Tests Program. At 
this point, you select the types of problems with which you 
wish to work. You may also allow another student to use the 
program by changing students so that new student information 
may be entered, or you may switch drives (or path names) or 
disks. 
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Tests 

Problem Type Menu 

Signed Numbers 

Equations 

Inequalities 

Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-D to change drives 
CONTROL-S to change students 
ESCAPE to abandon 


Signed Numbers 

This type of problem uses all four basic operations with 
positive and negative numbers. A sample signed number 
problem looks like this: 

(-1) + (7) = ? 

Settings Menu 

You may select addition, subtraction, multiplication, 
division, or mixed drill. You may also select the largest number 
you want used in a problem. (All three of these settings may be 
preset from the Teacher Program or left up to student choice.) 
You may accept the cuurrent settings and move on to the game 
by pressing SPACE BAR. 
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Settings Menu 

Operation: (setting) 

Largest Number: (setting) 


Press: Arrow keys or first letter to highlight 
RETURN to select 
SPACE BAR to continue 
ESCAPE to abandon 


Operations Menu. 


Operations Menu 

Addition 

Subtraction 

Multiplication 

Division 

Mixed Operations 

Press: Arrow keys or first letter to highlight 
RETURN to select 
SPACE BAR to start test 
ESCAPE to abandon 
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Largest Number. 


What is the largest number you want to use? 
Largest number: 


Type: Number (1 -100) 
Press: ESCAPE to abandon 


Equations and Inequalities 

These types of problems present first-degree equations 
with one unknown. You may choose the sign of the answers 
and six different levels of difficulty. 

Settings 

The Equations and Inequalities settings are identical. 
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Equations/lnequaiities 
Test Settings 


Signs: Positive 
Difficulty Level: 1 


Press: Arrow keys or first letter to highlight 
RETURN to select 
SPACE BAR to start test 
ESCAPE to abandon 


Signs Menu. You may choose to work with problems that 
have only positive answers or problems with both positive and 
negative answers. 


Signs Menu 

Positive signed answers only 
Negative and positive signed answers 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 
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Difficulty Menu. You may choose one- or two-step prob¬ 
lems with either high or low numbers. You may also choose 
problems with unknowns on either side of the equation or 
inequality or problems with parentheses. 


Difficulty Menu 

One-step solutions, low numbers 
One-step solutions, high numbers 
Two-step solutions, low numbers 
Two-step solutions, high numbers 
Unknowns on either side 
Equations/Inequalities with parentheses 

Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-A for assistance 
ESCAPE to abandon 


Test Screens 

The problems appear one at a time on the screen. Type in 
the correct answer. Each test contains ten different problems 
selected at random according to the settings the teacher or the 
student has chosen. If you wish to do fewer problems, press 

ESCAPE. 
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Signed Numbers 
(-2) * (9) = 


Type: Answer 

Press: ESCAPE to abandon 


Equations 
0 = 9X - 9 
X = 

Type: Answer 

Press: ESCAPE to abandon 
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Inequalities 
3X - 4 < 14 
Is X < or > 14? 

Type: Answer 

Press: ESCAPE to abandon 


When you finish all ten problems or press ESCAPE after you 
have worked fewer problems, all of the problems you have 
done with the answers you entered appear on the screen in 
groups of five. You may correct any of your answers by 
highlighting it and typing a new answer. When you are ready to 
move on to the next screen of problems or are finished 
reviewing the current test, press SPACE BAR. 
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Equations 


Problem 

Answer 

<1> 0 = 9X - 9 

X = 1 

<2>| + 2 = 11 

X 

II 

00 

-db 

<3> 11 = * + 0 

X = 11 

<4> 7X - 3 = 11 

CM 

II 

X 

<5>9= ^*0 

X = 90 


Check each problem. 

Press: Arrow keys to highlight 
RETURN to select 
SPACE BAR to continue 
ESCAPE to abandon 


You are then told your score and shown your answers with 
the correct answers for all of the problems you missed. To 
move on to the next group or finish viewing your results, press 

SPACE BAR. 


Print 

If you choose to print your answers, you are prompted for 
the type of paper you are using. Press C to choose continuous 
form-feed paper or S to choose a single sheet at a time. If you 
select single pieces of paper, the printer will pause at the end of 
each sheet and the computer will prompt you to insert a 
another piece of paper. If you change your mind about 
printing, press Q to quit the Print operation. Once the printer 
has begun to print your results, you can press ESCAPE to 
quit. 
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Make sure your printer is ready. 


Press: C for continuous paper 
S for single sheets 
Q to go back to menu 
ESCAPE to stop during printing 


Quit 

You may leave Algebra Attack only from the Main Menu. 
When you press ESCAPE at the Main Menu, you are told to 
press SPACE BAR to quit the program completely or to press 
ESCAPE to change your mind and go back to the Main Menu. 
Once you have quit the program completely, you may restart 
the program by pressing CONTROL-ALTERNATE-DELETE (MS-DOS) 
or CONTROL- 6 -RESET (Apple). 
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Keys and Commands 


Arrow Keys 

to move highlight 

ESCAPE 

to abandon 

N 

for no 

RETURN 

to select, accept, or enter information 

SPACE BAR 

to continue 

Y 

for yes 

CONTROL-A 

for assistance 

CONTROL-D 

to change drives (at Problem Type Menu only) 
(MS-DOS) 

CONTROL-S 

to change students (at Problem Type Menu 
only) 


Tests: Teacher Program 



Map 
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Quick Start 


Starting 


At the Problem Type Menu, press CONTROL-P. Type PASS¬ 
WORD and press RETURN. 


Test Settings 


When the Teacher Menu appears, highlight and select 
Adjust Settings. All of the current settings appear on the screen. 
Select Type of Problem. Press l once to highlight Equations and 
press RETURN to select it. At the Settings Menu, press D to 
highlight Difficulty Level and RETURN to select it. Press U to 
highlight Unknowns on either side and press RETURN. At the 
Settings Menu, select Type of Problem and then make it the 
choice of the student by pressing CONTROL-S. Now choose 
Difficulty Level and restore it to Student Choice by pressing 
CONTROL-S. Press ESCAPE at the Settings Menu to go to the 
Teacher Menu. 


Print Settings 


The settings of the printed tests contain the same options 
as the computer test settings (without the Student Choice 
option, of course) with the addition of settings for the number 
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of different tests and the number of copies of each test to print. 
Press D to highlight Different Tests and RETURN to select it. Type 3 
and press RETURN. When the Tests Print Settings Menu 
reappears on the screen, the number of different tests is three. 
Select Different Tests again and type 1 and press RETURN to 
restore the original setting. 


Maintain Records 


Press ESCAPE to return to the Teacher Test Menu. Press M 
and RETURN to work with the student records. When the Sort 
Menu appears, read through the choices and the prompts and 
then press ESCAPE to go back to the Teacher Test Menu, since 
there are no student records to sort. (When you do have 
records to check, once you have indicated the beginning and 
ending records, you will see the Records Menu and you can 
choose whether you wish to display, print, or erase.) 


Password 


Press C to highlight Change Password and then press 
RETURN. Type PASSWORD as the current password. Now type 
TEACHER as the new password. (Press RETURN after each.) When 
you see the Teacher Menu again, press ESCAPE to go to the 
Problem Type Menu of the Student Program. Press CONTROL-P 
and type PASSWORD. When you are told that is not the correct 
password, press Y to try again, and type TEACHER. At the 
Teacher menu, select Change Password, type TEACHER as the 
current password, and type PASSWORD to restore the original 
password. Press ESCAPE to go back to the Problem Type Menu. 
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Password. In order to enter the Teacher Program, you 
must provide the correct password. When you press CONTROL-P 
at the Problem Type Menu in the Tests Program, you are 
prompted for the password. The original password is PASSWORD. 
(Before using Algebra Attack in your classes, you should change 
this password to something that your students will not be able 
to figure out so easily, but be sure you pick a word that is easy 
for you to remember.) If you make a mistake typing the 
password, use BACKSPACE to correct it. You will be given three 
chances to type the password correctly. 


Password: 


Type: Password 

Press: ESCAPE to abandon 
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Password: someth 

This is not correct. Do you wish to try again? 


Press: Y for Yes 
N for No 

ESCAPE to abandon 


Teacher Menu 


The Teacher Menu is the nucleus of the Teacher Tests 
Program. From this menu you may set the student test options, 
print tests, manage student records, or change the password 
for the Teacher Tests Program. You may also go back to the 
Student Tests Program by pressing ESCAPE. 
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Teacher Test Menu 

Adjust Settings 
Print Tests 
Maintain Records 
Change Password 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Settings Menu 

You may change any of the test settings from this menu. 
The current settings are displayed. When you receive Algebra 
Attack, all of the options are set to Student Choice. In order to 
change a setting, use the arrow keys to move the highlight to 
the desired option or press the key that corresponds to the first 
letter of the menu selection. When the settings are to your 
liking, press SPACE BAR to go back to the Teacher Test Menu. 
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Settings Menu 

Type of Problem: Student Choice 
Operation: Student Choice 
Largest Number: Student Choice 
Answer Sign: Student Choice 
Difficulty Level: Student Choice 

Press: Arrow keys or first letter to highlight 
RETURN to select 
SPACE BAR to continue 
ESCAPE to abandon 


Problem Type Menu 

You may limit the choice of problems that your students 
have to signed numbers, equations, or inequalities. You may 
also leave the choice up to your students. Highlight your choice 
of problem and then select it, or press CONTROL-S to choose 
Student Choice. You may also press ESCAPE to retain the 
current setting and go back to the Settings Menu. 
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Problem Type Menu 

Signed Numbers 

Equations 

Inequalities 


Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 


Operations Menu 

You may limit the choice of operations that your students 
have to addition, subtraction, multiplication, division, or mixed 
operations. You may also leave the choice up to your students. 
Highlight your choice of operation and then select it, or press 
CONTROL-S to choose Student Choice. You may also press 
ESCAPE to retain the current setting and go back to the Settings 
Menu. 
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Operations Menu 

Addition 

Subtraction 

Multiplication 

DMsion 

Mixed Operations 

Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 


Largest Number 

You may limit the size of the numbers your students will 
see in problems to any whole number from 1 to 100. You may 
type a number or press CONTROL-S to leave it up to your 
students. 


What is the largest number you want to work with? 
Largest number: 


Type: Number (1 -100) 

Press: CONTROL-S for Student Choice 
ESCAPE to abandon 
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Answer Sign 

You may limit the equations and inequalities to problems 
with positive answers or allow positive and negative answers. 
You may also leave the choice up to your students. Highlight 
your choice of answer sign and then select it, or press 
CONTROL-S to choose Student Choice. You may also press 
ESCAPE to retain the current setting and go back to the Settings 
Menu. 


Answer Menu 

Positive Answers 

Negative and Positive Answers 


Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
ESCAPE to abandon 


Difficulty Level 

You may predetermine the level of difficulty of the 
problems that your students try to solve. There are six levels of 
difficulty, with the easiest at the top of the menu and the more 
difficult choices at the bottom. You may also leave the choice 
up to your students. Highlight the difficulty setting of your 
choice and then select it, or press CONTROL-S to choose 
Student Choice. You may also press ESCAPE to retain the 
current setting and go back to the Settings Menu. 
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Difficulty Menu 
One-step solutions, low numbers 
One-step solutions, high numbers 
Two-step solutions, low numbers 
Two-step solutions, high numbers 
Unknowns on either side 
Inequalities with parentheses 

Press: Arrow keys or first letter to highlight 
RETURN to select 
CONTROL-S for Student Choice 
CONTROL-A for Assistance 
ESCAPE to abandon 


Print Test Settings Menu 

The first five print settings are identical to the test settings. 
In addition, you may choose how many different tests you wish 
to print using the current settings and how many copies of 
each of those different tests to print. To change the settings, 
highlight using the arrow key and select with RETURN. When the 
settings are correct, press SPACE BAR to move on to choose the 
type of printer paper. Press ESCAPE to go back to the Teacher 
Test Menu. 
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Print Settings Menu 

Type of Problem: Student Choice 
Operation: Student Choice 
Largest Number: Student Choice 
Answer Sign: Student Choice 
Difficulty Level: Student Choice 
Different Tests: 1 
Copies of Each Test: 1 

Press: Arrow keys or first letter to highlight 
RETURN to select 
SPACE BAR to continue 
ESCAPE to abandon 


Different Tests 

You may choose up to 99 different tests that use the 
current settings—i.e., tests that contain different problems of 
the same type. Press ESCAPE to retain the current setting. 


How many different tests do you want to print? 


Type: Number (1 - 99) 
Press: ESCAPE to abandon 
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Copies of Tests 

You may print up to 99 copies of each different test. Press 
ESCAPE to retain the current setting. 


How many different copies of each test 
do you want to print? 


Type: Number (1 - 99) 
Press: ESCAPE to abandon 


Maintain Records 

You may display, print, or erase student records. Before 
you can do anything to the records, you must identify the 
records you want by sorting them. You can sort the records by 
name, class, date, or problem type. All of the statistics for every 
student who takes a test are stored in the Teacher Program. 
Once you’ve sorted by name, class, date, or problem type, you 
can then choose to display, print, or erase those records 
identified by the sort. When you erase records, you perma¬ 
nently delete them; since there is no way to restore them, it’s 
probably always a good idea to print the student records 
before you delete them. 
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Sort Menu 

If you select Name at the Sort Menu, the records are 
clustered alphabetically by student. If you sort by class, the 
records for all of the students in one class are grouped together 
alphabetically. If you choose to sort by date, the records of the 
exercises that were performed on that date or those dates are 
selected and grouped together alphabetically by class. Finally, 
sorting by problem type selects the records of students who 
have completed that type of problem. 


Sort Menu 

Name 

Class 

Date 

Problem Type 


Press: Arrow keys or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Name. You may choose individual student records or a 
range of records. You are first prompted for the beginning 
name. Type the last name that comes first in the alphabet of 
those students whose records you want to see. Then type the 
last name of the last student in the alphabetic range you’re 
choosing. If you type a beginning name and then press RETURN 
when prompted for the ending name, only the records of the 
named student are chosen. 
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Sort by Name 

Beginning Name: 


Type: Beginning Name 
Press: ESCAPE to abandon 


Sort by Name 

Beginning Name: Flintsteine 
Ending Name: 


Type: Ending Name 
Press: ESCAPE to abandon 


Date. If you choose to sort by date, you are asked for the 
beginning date and the ending date. The date must be entered 
numerically by month, day, and year in two-digit pairs. If you 
only want to see the records for one date, type its numbers for 
beginning and press RETURN alone for the ending date. 
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Sort by Date 

Beginning Date: 


Type: Beginning Date (mm/dd/yy) 
Press: ESCAPE to abandon 


Sort by Date 

Beginning Date: 02/04/98 
Ending Date: 02/10/98 


Type: Ending Date (mm/dd/yy) 
Press: ESCAPE to abandon 


Class. If you choose to sort by class, you are asked for the 
number of the beginning class and the ending class. The 
numbers must be between 1 and 99. If you only want to see the 
records for one class, type its number for beginning and press 
RETURN alone for the ending number. 
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Sort by Class 

Beginning Class: 


Type: Beginning Class (1 - 99) 
Press: ESCAPE to abandon 



Sort by Class 

Beginning Class: 1 
Ending Class: 4 


Type: 

Press: 

Ending Class (1 - 99) 

ESCAPE to abandon 


Problem Type. You may choose all the records on the disk 
for a certain type of problem by selecting one of the three 
activities from a menu. 
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Sort by Exercise 

Signed Numbers 

Equations 

Inequalities 


Press: Arrow key or first letter to highlight 
RETURN to select 
ESCAPE to abandon 


Records Menu 

Once you’ve chosen the records you want to work with, 
you may display them on the screen, print them, or erase them. 
When you are through working with the current batch of 
records, press ESCAPE to go back to the Sort Menu to choose a 
new group of records. 


Records Menu 

Display 

Print 

Erase 


Press: Arrow key or first letter to highlight 
RETURN to select 
ESCAPE to abandon 
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Display. This displays all the records you’ve selected that 
will fit on one screen. Press SPACE BAR to see the next screenful 
or to go back to the Records Menu when you have seen them 
all. The information for each record is arranged in the 
following format: 


Name Date Class Type % 


Press: SPACE BAR to continue 
ESCAPE to abandon 


Print. When you choose to print records, you must decide 
whether you wish to use continuous sheets of paper or single 
sheets; in the first case, the printer runs nonstop, while in the 
second, it pauses at the end of each page until you press SPACE 
BAR so you can insert a fresh piece of paper. If you have any 
doubt whether the printer is on-line (turned on, plugged in, or 
connected to the computer), press Q to go back to the Records 
Menu and fix the printer, check the printer manual, or get 
some help before selecting Print again. If you change your mind 
about printing once you’ve begun, press ESCAPE to stop printing 
at any point. The following screen appears when you choose 
Print at the Records Menu. 
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Make sure the printer is ready. 


Press: C for continuous paper 
S for single sheets 
Q to go back to Records Menu 
ESCAPE to stop printing 


The printout uses the same format as the records display. 
Since the page is larger than the screen, more records appear 
on each sheet than on the screen. 

Erase. You may erase all the records selected in your 
most recent sort. It is a good idea to display and print the 
records before you erase them, since they cannot be restored. 
You are given one chance to change your mind before the 
selected records are permanently deleted. Press Y to erase 
them and N to go back to the Records Menu. 
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Are you sure you want to erase the following student 
records permanently? 


Press: Y for yes 
N for no 


Change Password. 

The password that is contained on the delivery disk (the 
one you received) is PASSWORD. You will probably want to 
substitute one of your own on your copies of the disk to 
guarantee the safety of your students’ records more effectively. 
First, you must correctly type the current password. (If 
someone accidentally gains access to the Teacher Program, 
they will be able to create exercises and manipulate student 
records, but they will not be able to lock you out by changing 
the password unless they know the current password.) 

Second, you must type the new password. It is very 
important that you select a password that you will remember 
easily and to keep it written down in a safe but accessible place. 
Be very careful not to make any double-key entries by pressing 
ALTERNATE or CONTROL and another key simultaneously; letters 
entered this way appear normal on the screen, but when you 
attempt to enter the Teacher Program via the password, those 
keys will only be recognized if you press the exact combina¬ 
tion. 
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Finally, you should carefully check the new password you 
typed to be sure that you spelled it exactly as you intended. 


Password: 


Type: Current password 
Press: ESCAPE to abandon 


Password: Password 

New Password: 


Type: New password 
Press: ESCAPE to abandon 
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New Password 

Is this correct? 

Press: Y for Yes 


N for No 


Restart Student Tests Program 
or Algebra Attack 

From the Teacher Menu, press ESCAPE to go back to the 
Student Tests Program or the Main Menu of Algebra Attack. 
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Keys and Commands 


Arrow Keys 
C 

ESCAPE 

N 

Q 

RETURN 

S 

SPACE BAR 
Y 

CONTROL-A 

CONTROL-S 

BACKSPACE 

CONTROL-T 

CONTROL-P 


Teacher Tests Program 
Move highlight or cursor. 

Sets printer for continuous sheets of paper. 
Cancels operation and goes to nearest menu. 
Means no. 

Quits printing once begun. 

Accepts or enters information. 

Sets printer for single sheets of paper. 

Continues operation or retains settings and 
goes to next screen. 

Means yes. 

Calls up assistance (at Difficulty Menu only). 
Sets student choice. 

Student Program 

Corrects errors in typing password. 

Displays any special disk instructions. 

Provides password-protected access to the 
Teacher Program. 





How to Use Algebra Attack 
in Your Classroom 


You will find that Algebra Attack has many practical and 
time-saving applications in the curriculum. 


Copies 


The How Do I Make Copies? section of this guide explains 
how to make copies of the Algebra Attack disk. The number of 
copies you make depends on how many students and 
computers you have and how you plan to use the program. If 
you plan to use the program without presetting the options, 
your students will work with copies of the original disk. You 
will need only one copy of the Games disk and one copy of the 
Tests disk per computer for the Apple version or one copy of 
the MS-DOS disk per computer. 

If you decide to preset options for one or both programs, 
make a backup copy of each side of the Apple disk or one 
backup of the MS-DOS disk, store the delivery disk in a safe 
place, and then clearly label the copy or copies. You can now 
use this unmodified disk to make master copies for each class. 
Once you have adjusted the settings of the games and tests to 
suit a class using the Teacher Programs, use the class master 
disk to make working copies for each computer. Clearly label 
the class master and record the exact settings for each disk. 
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Games 


The five games provide a variety of motivational activities 
that focus on particular skills and concepts. Use the Tests 
portion of Algebra Attack to determine the particular games 
and their settings for individual students or classes. Use the test 
results to determine progress as the students practice and 
improve their skills by playing the games. You will find that the 
Games and Tests Programs complement each other exactly in 
addressing a wide range of student needs. 

The choices of problem types and variable settings also 
enable you to match Algebra Attack easily with your 
curriculum regardless of the text you use. Some texts 
introduce basic equations first, followed by positive and 
negative numbers. Some reverse this sequence. Algebra Attack 
suits either approach because the first four levels of difficulty 
with equations and inequalities are available either with 
positive numbers only or with both positive and negative. In 
addition, difficulty levels, largest number used, and operations 
may all be tuned to match exactly the approach you are using 
in your classroom. 

Choice of Games 

The five games on the disks provide different challenges 
and develop different skills. Scoreboard and Treasure are good 
choices when the subject is new or difficult because both 
provide more than one chance to answer a problem, plus help 
screens following incorrect answers. Treasure is particularly 
useful when students are still working on equations but need 
drill on signed numbers, or where a speed drill on basic facts is 
desired as students progress to larger signed-number values. 
Scoreboard's large scores and opportunities to repeat are 
highly motivational, while the game’s tutorial screens provide 
help to students who are experiencing some difficulty 
acquiring the concepts. Cheers is the choice to test for 
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accuracy with any topic, while Dare Race develops speed with 
basic signed number facts. Space Blast is effective with 
students working toward mastery of a topic, since both speed 
and accuracy are important. Since a time limit is imposed, the 
game is best suited for problems that are not too complex and 
do not use very large numbers. However, since the rebuilding 
sequence gives the student a chance to get help before playing 
again, your more accomplished students might attempt more 
complex problems without becoming frustrated. 

However, the choice of games shouldn’t be determined 
totally according to particular strengths of the game. Of course, 
different types of games appeal to different students. Space 
Blast, for example, is favorite among the video-game fans. It is 
a poor choice for the student who tenses up under pressure or 
has coordination problems. 


Largest Number and Difficulty Levels 

Presetting the largest number used in Signed Numbers and 
the difficulty level in Equations and Inequalities enables you to 
concentrate on specific skills. While there are many times when 
presetting 10 as the largest number is practical, there are times 
when other values can serve a purpose. For example, a largest 
number of 3, which results in single-digit answers, can be of 
value in Dare Race when the student is concentrating more on 
the sign rules for multiplication than on basic computation. For 
a student weak in the 7’s combination in arithmetic, the 
number will appear more frequently if 7 is used as the largest 
number. For students who require straight arithmetic practice, 
you might set the largest number to 100 and use a game where 
time is not an element. 

Difficulty levels 2 and 4 contain the same types of 
problems as levels 1 and 3 but use larger numbers. Problems 
with the unknown on either side of the equation target the 
transitive property, and problems with parentheses in the 
equation focus on the order of operations and the relationship 
of signs to operations. 
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Specific Settings and Games 

You may find the following suggestions useful in addressing 
different learning situations: 

Problem with signed number concept: Select Scoreboard 
and set the largest number to 5 with the help screens turned 
on. 


Understands signed number concept but needs practice: 
Choose Treasure with the largest number set to 100. If the 
student needs drill in a specific operation, preset that 
operation. 

Needs review of equations and signed numbers: Select 
Treasure and Equations with the difficulty level set to 1. Set the 
largest number for signed numbers to 5. 

Understands concepts but is inaccurate: Choose Cheers 
with the number of problems set to 5 and gradually increase 
it. 

Working toward mastery: Select Space Blast with the help 
screens turned on. The ever-increasing defense speeds will 
continue to challenge the student. 

Requires review of operations: Set the game choice to 
Student Choice and preset the operation to mixed operations 
for signed numbers or answer signs to positive and negative for 
equations and inequalities. 

Practicing before a test: Preset the type of problem to 
match the test topic and allow the students to choose the 
games. 
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Tests 


The Tests section of Algebra Attack offers independent 
review and testing with signed numbers and first-degree 
equations and inequalities. Administer tests when concepts are 
first introduced and then measure students' progress with 
additional testing. Since the problems are randomly within the 
constraints of the settings you choose, pre-tests and post-tests 
are guaranteed to provide different problems while they 
measure the identical skills. You may also print a variety of 
tests with answer keys to use for seat work, homework, or 
tests. 


Diagnosing Student Problems 

The tests may be used to gain a better understanding of a 
student's difficulty with a particular topic or concept. If you 
suspect that students have a problem with the sign rules, set 
the largest number to 5. If students have difficulty at that level, 
they probably don't understand the sign rule. If you feel that 
students have problems with basic arithmetic, set the problems 
to positive numbers only and use larger numbers. If you think 
that the problem lies with a particular operation, limit the tests 
to that operation. 

When working with equations and inequalities, first test 
students using the lowest difficulty level and positive numbers 
only and then positive and negative numbers. If they do 
significantly better with the first than the second, more 
practice with signed numbers is probably in order. 

Of course, you will develop your own strategies for 
harnessing the power of Algebra Attack to improve your 
students' understanding of basic algebraic concepts. If you 
discover a particularly effective application, please send it 
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along so that we may include it in future editions of this 
teacher guide. Describe your stategy and mail it to: 

Computer Editor 
J. Weston Walch, Publisher 
Box 658 

Portland, ME 04104 





What to Do If You Have Trouble 
Using Algebra Attack 


While you probably won’t have difficulty using Algebra 
Attack, here are some suggestions for solving some possible 
problems. 


Starting 


If the program does not start when you turn on the 
computer or warm start it using the three-key combination 
peculiar to your computer, check to be sure that the monitor is 
turned on, that the correct disk is in the main drive, and that 
the drive door is closed. Then try opening the drive door, 
pulling the disk part of the way out, reinserting it, and shutting 
the drive door. If the program still does not work, try to load a 
totally different program that you have used recently to 
establish that the problem does not lie with your drive or 
computer. 


Printing 


If you attempt to print and the program freezes, check to 
be sure that your printer is plugged in, turned on, and on-line, 
and that the printer cable is securely fastened at both ends. 
(You may have to restart the program to get it to work once it 
has frozen for one of the preceding reasons.) 


Ill 
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If your printouts are double-spaced or strangely formatted, 
check your printer manual for settings of controls or switches 
and adjust them accordingly. 


Erase 


When you choose to erase or delete any information, you 
are asked whether you wish to go ahead with the action. Unless 
you are absolutely certain, you should press N. It is a good idea 
to either display or print the contents one final time before 
permanently deleting anything. 


Instructions 

If you are at all unsure about how a particular option 
works, turn to the appropriate section of the Student or 
Teacher Operations Reference in this guide. 


Escape 


If you become lost or confused, look in the menu or the 
command line at the bottom of the screen for a key or key 
combination that will allow you to cancel or go to another 
portion of the program. In most cases, ESCAPE takes you back 
to the menu immediately previous to whatever option you are 
currently in and cancels the current operation. (At most points 
in the program, ESCAPE is the panic button in the places 
where it doesn’t allow you to go somewhere else, pressing it 
will not have negative consequences.) 
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Games or Tests 


Algebra Attack contains two programs. If you have copied 
the programs onto two separate working disks, be sure that the 
disk containing the program you re trying to select is actually 
in the drive. If the correct disk is not in the drive, you will be 
prompted to switch disks. 


If All Else Fails ... 


If you continue to have a problem, give us a call on the 
toll-free help-line. 

U.S. and Canada (800) 341-6094 

In the Portland, Maine, area call 772-2846 and briefly 
describe the problem; a customer service representative will 
return your call. 
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Highlight and select Equations. Select Space Blast as the game for equation 
problems. 
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Change Student or Drive 

Press CONTROL-S to change students. When you are prompted, type in a 
different name. When you see the Problem Type Menu again, press CONTROL-D to 
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press S and RETURN to choose Signed Numbers. 
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At the Test Problem Type Menu, highlight and select Equations. 
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Select Signs and choose negative and positive answers. Now choose Difficulty 
Level and highlight and select one-step answers with high numbers. When asked 
whether you want directions, press Y and use SPACE BAR to step through the 
instructions. 
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ake as many copies as you need! 



COMPUTER LAB - 320 


The Walch Whole-Class Software Solution 

Our software-copying policy holds an important message for educators 
everywhere. 

Make as many copies of Walch software as you require 
for the use of all the students in your own classes or for 
your own personal use. 

That’s right! When you buy a Walch MicroWare program, you’re entitled to 
copy the disk in the quantities you need at no extra cost. You don’t have to pay 
extra for backup copies, lab packs or multi-boot disks. You needn’t worry about 
all the paperwork and fees connected with complicated network agreements 
and site licenses. You get everything you need for one price, at one time. 

Look for the complete Whole-Class Software Solution in the handbook 
accompanying every Walch MicroWare program you buy. And be sure to look 
for all the new Walch programs coming your way. If you don’t have our latest 
computer catalog, just write to our Customer Service Department, call us at 
1-800-341-6094, or FAX us at 1-207-772-3105. 



J. Weston Walch, Publisher 

321 Valley Street P.O. Box 658 
Portland, Maine 04104-0658 
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